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Mohamad Ali Mufti T. Q. (1505869). Pengembangan Multimedia Berbasis Aplikasi 
Inventor Untuk Meningkatkan Kompetensi Vokasi Pada Materi Penerapan Kinematika 
Percepatan Relatif. Bandung: DPTM FPTK UPI. 
Berdasarkan hasil survey didapatkan bahwa hasil belajar mahasiswa DPTM FPTK UPI 
pada mata kuliah Kinematika dan Dinamika nilai yang di dapat mahasiswa masih 
rendah. Pengembangan multimedia berbasis aplikasi Inventor ini dibuat untuk 
menghasilkan produk multimedia berbasis aplikasi Inventor yang dapat meningkatkan 
kompetensi vokasi (mind on)  mahasiswa pada materi penerapan percepatan relatif mata 
kuliah Kinematika dan Dinamika. Metode pengembangan multimedia menggunakan 
metode pengembangan Design Based Research (DBR) dengan langkah melakukan 
identifikasi dan analisis masalah, perancangan/pengembangan solusi, siklus berulang 
dalam pengujian dan penyempurnaan rancangan dan refleksi untuk menghasilkan prinsip-
prinsip desain dan implementasi. Desain penelitian yang digunakan adalah pre-
experimental design dengan jenis one grup pre-test post-test. Hasil judgement 
menyatakan bahwa multimedia berbasis aplikasi Inventor sangat layak digunakan dalam 
pembelajaran di kelas dibuktikan dengan perolehan rata-rata penilaian sebesar 83,8%. 
Hasil penelitian yang dilakukan pada 25 mahasiswa menunjukan bahwa kompetensi 
vokasi mahasiswa mengalami peningkatan dengan rata-rata N-gain sebesar 0,66 yang 
termasuk dalam kategori sedang. 
 
Kata kunci: Autodesk Inventor, Kinematika dan Dinamika, Kompetensi Vokasi, 





Mohamad Ali Mufti T. Q. (1505869). The Development of Inventor Application-Based 
Multimedia to Raise Vocational Competence in the Theory of Relative Acceleration 
Kinematics. Bandung: DPTM FPTK UPI. 
Based on the survey results it was found that the learning outcomes of UPT FPTK UPI 
students in the Kinematics and Dynamics subjects the scores obtained by students were 
still low. The development of Inventor application-based multimedia is made to produce 
Inventor application-based multimedia products that can improve student vocational 
competence (mind on) in the application of the relative acceleration of Kinematics and 
Dynamics subjects. Multimedia development methods use the method of developing 
Design Based Research (DBR) with steps to identify and analyze problems, design 
solutions, repetitive cycles in testing and refining designs and reflections to produce 
design and implementation principles. The research design used was a pre-experimental 
design with the type of one group pre-test post-test. Judgment results state that Inventor-
based multimedia applications are very suitable for use in classroom learning as 
evidenced by the acquisition of an average rating of 83.8%. The results of the study 
conducted on 25 students showed that the vocational competence of students increased 
with an average N-gain of 0.66 which was included in the medium category. 
  
Keywords: Autodesk Inventor, Kinematics and Dynamic, Vocational Competence, 
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